[5e] Half-Troll race (3rd Draft) 
5e 
Half-Troll ( DRAFT 3 ) 


Part of Eleazar’s D&D 5e Homebrew Race Compendium 


This includes some minor tweaks from previous post. The 


main difference is there are some options for the ASI, and 
extraordinary healing helps with death saves a little. 


Lore 

Half-trolls are the offspring of trolls and other less 
exotic humanoids such as humans, dwarves or elves. 
Half-troll’s heritage is revealed by their greenish scaly 
skin, but the most important gift of their savage parent 
is an uncanny ability to heal. 


Traits 

Ability Score Increase. Your Constitution score increases 
by 1, and your choice of your Strength, Dexterity, or 
Wisdom score increases by l. 


Age. Half-trolls mature faster than humans do and reach 
adulthood in their mid teens. Good health marks their 
declining years, which may continue to a second century. 


Alignment. Half-trolls may be of any alignment, though the 
circumstances of their birth often push them in a chaotic, 
dark direction. 


Size. Half-trolls inherit some of the massive size of 
their troll parent, weighing between 200 and 300 pounds 
and ranging from under 6 to 7 feet tall. Your size is 
Medium. 


Speed. Your base walking speed is 30 feet. 


Darkvision. You have good vision in dark and dim 
conditions. You can see in dim light within 60 feet of you 
as if it were bright light, and in darkness as if it were 
dim light. You can't discern color in darkness, only 
shades of gray. 


Keen Smell. Like trolls, you have advantage on Wisdom 
(Perception) checks that rely on smell. 


Extraordinary Healing. Your trollish ancestry may not 
grant you regeneration, but you heal extraordinarily well. 
When you roll a Hit Die to regain hit points, instead of 
rolling you take the highest number you could have rolled. 
You may reroll al on death saving throws, but you must 
use the new roll. Finally, you will eventually heal from 


any non-fatal wound, even regenerating lost limbs. 
However, if you take damage from fire or acid, all 


benefits of extraordinary healing are disabled until you 
take a long rest. 


Shared Regeneration. A troll’s regeneration is magical, 
and as a half-troll, you can share a little of that magic. 
You know the cantrip spare the dying and may cast it 
without a verbal or somatic component. 


Language. You can speak read, and write Common, as well as 
one other standard language of your choice. 


Commentary 

I started this race by accident. I say a reddit post about 
another guy’s homebrew half-troll, and I made a couple 
suggestions, including the “Keen Smell” and “Extraordinary 


Healing” traits. Then I realized I really liked how 


V4 


Extraordinary Healing” worked, and made my own 


4 


half-troll. I don’t know if he used any of my suggestions, 
but these are fairly different, so there shouldn’t be any 
concern. 


Extraordinary Healing will be the main point of balance 
concern. You can compare it to the “Durable” Feat, but it 
isn’t crystal clear how “Durable” is supposed to work. 
“Durable” is pretty underwhelming unless you wanted a 
rather high Constitution anyway, when it can (with the 
right interpretation) sometimes give you more HP healed 
than your Hit Dice could normally. 


I crunched the numbers for “Extraordinary Healing”, and 


(a 
CON 
Hit 
Die 


you ignore the possibility of somebody leaving their 

at 9) on average what you get is 50% more healing per 
Die. Or a wizard gets 2.5 HP more on average per Hit 

spent, and each size of Hit Die higher gets an 


additional 1 HP above the average roll. It is a good 


trait, but I don’t think it is overpowered in combination 


with these other features.. 


Points 

Sipe nes ASIs 

Oe tS Darkvision 

0525 Keen Smell 

2x50 Extraordinary Healing 

0.50 Cantrip: spare the dying 
0.10 Common + Choice of language 
6x30 Total 


